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1. INTRODUCTION 

   Over the past two decades, there has been an increasing need to integrate game-based 

components as an essential instructional approach into educational contexts. Gamification, 

basically referred to as using game principles and mechanics in certain non-game environments 

(Deterding et al., 2011; Kapp,2012), has been progressively employed as a useful pedagogical 

tool to foster learning outcomes. This strategy highly emphasizes the integration of specific 

gaming mechanics, such as visual effects, leading boards, points, sound effects, interactive 

feedback, and other multimedia features, turning conventional classrooms into learning settings 

of enjoyment, engagement, and productivity (Zichermann & Cunningham, 2011; Kapp, 2012, 

2016). 

       This considerable growth in the designing and development of advanced digitized 

instructional tools has been nurtured by the rapid spread of mobile technologies. This 

breakthrough has provided useful alternatives for teachers to create more stimulating and more 

attractive learning environments for their learners (Hamari et al., 2014; Wang, 2015). Present-
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day web-generated gamified quizzing applications sought to incorporate various audio-visual 

features (animations, music, and graphics), transforming traditional uninspiring classes into 

tension-free, amusing learning experiences. The large-scale proliferation of laptops, 

smartphones, iPads, and tablets has greatly encouraged companies and digital experts to design 

new game-like educational applications, setting the stage for an innovative perspective of the 

whole process of teaching, learning, and assessment. The great payoff of this change has been 

creating a wide range of interactive devices which bring game mechanics to learning practices, 

making them more appealing and meaningful (Wang, Zhu, & Sætre, 2016; Ketamo, Devlin, & 

Kiili, 2018). 

    Broadly speaking, in the English as a Foreign Language (EFL) context, there has been 

considerable research addressing the relevance and efficiency of adopting gamified learning 

tools, such as Blooket, Raptivity, Gimkit, and other similar tools (Elliott, 2015; Rahman, 

Hussein & Aluwi, 2015; Wang, 2015; Fotaris, Mastoras, Leinfellner, &Rosunally, 2016; Wang 

& Lieberoth, 2016; Wang et al., 2016; Chaiyo & Nokham, 2017). Nevertheless, investigating 

the impact of packed action elements and design-related effects on students' attitudes has been 

limited. Therefore, this study aims to address this gap, exploring the potential influence of 

visual components of gamified learning, precisely transition effects, which can contribute to 

making a different conceptual framework for the whole process of gamification.  

     Conducting this study in the Moroccan EFL context may be of due importance for multiple 

reasons. To start with, over the past twenty years, there has been a persistent call to shift the 

attention of educational practitioners and stakeholders towards the necessity of embracing 

innovative approaches that advocate the integration of game-like aspects into learning (Ait 

Hammou & Elfatihi,2019). This orientation sought to breathe life and re-energize old-

fashioned methods that teachers employ in EFL classes. Also, I believe that the Moroccan EFL 

context serves as an appropriate environment to investigate this potential correlation between 

learners’ attitudes and the use of these applications, given the difficulty and challenges that 

these learners encounter in the acquisition of vocabulary, and can take advantage of these 

engaging tools to overcome those challenges. Added to this, Morocco has launched subsequent 

reforms and numerous debates that aimed to enhance the quality of education (the National 

Charter for Education and Training, 1999; the Emergency Plan 2009-2012 (Harrizi,2012); and 

The Strategic Vision 2015-2030 (Bourqia,2016; Chawki,2023), all of which emphasize the 

integration of ICT in the teaching-learning process to upgrade the performance of both teachers 

and students. In this regard, several studies have been carried out to assess the efficiency of 

these tools (Hamdy, 2007; Naciri, 2015; Ait Hammou & Elfatihi, 2019; Mimouni & Tamer, 

2020). Despite this ongoing interest in advocating these elements, deeper empirical research is 
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still required so as to reach a thorough understanding of how these applications can affect 

students and investigate what specific features are presumed to sustain their engagement. The 

main purpose of this research, therefore, is to examine the interdependence between animation 

elements and Moroccan secondary EFL learners’ attitudes and engagement, especially in a 

vocabulary-acquisition gamified quizzing, an area that has been unexplored in technology-

enhanced learning research. The paper at hand comprises five separate sections. The following 

section gives a comprehensive overview of relevant literature. The third section is devoted to 

explaining the research methodology applied in this study. The fourth section shows the 

research findings and some descriptive analysis, while the last section presents some 

implications drawn from the investigation. 

 

2. GAMIFICATION IN EFL LEARNING  

2.1.What is Gamification 

    Gamification has been conceptualized by different scholars, each providing a distinct 

perspective on both its purpose and its application. From a purpose-derived perspective, 

gamification is viewed as “the strategic application of game design principles, mechanics, and 

elements into non-game environments. It is often facilitated using digital platforms, aiming to 

solve problems, increase engagement, and motivate individuals towards their goals” 

(Christopoulos & Mystakidis,2023). There has often been a continuous debate regarding 

whether “gamification” and “game-based learning” refer to similar or different concepts. While 

some scholars distinguish between the two, others merely use them interchangeably 

(Deterding, Dixon, Khaled, & Nacke, 2011). Also, in game learning literature, some scholars 

pointed out that a distinction should be made between “serious games” and “educational 

games,” as they are different in purpose as well as in application. Basically, serious games 

cover any game-based activity that can be used beyond entertainment purposes (Dahalan et 

al.,2024), including the strategic implementation of these tools in various learning contexts 

(Dehghanzadeh et al., 2019). Essentially, these games are designed not only for creating an 

enjoyable learning environment, but they also aim to achieve specific mastery of a skill or 

foster a particular behavior. 

In contrast, “educational games” are designed solely for educational purposes. (Dehghanzadeh 

et al., 2019). On the whole, employing gamification in educational settings has obtained 

grounds and recognition as an efficient pedagogical strategy, owing to its ability to enhance 

academic knowledge and other important skills, all at once (Hamari et al.,2014; Dichev and 

Dicheva,2017; Sailer et al.,2017; Bai et al.,2020) 

 

2.2. Theoretical Grounds And Principles 
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      The foundational principles of gamification in language learning are primarily derived from 

two key psychological theories: Self-Determination Theory and Flow Theory. These two 

theories complement each other, setting up a comprehensive framework to comprehend the 

motives behind human motivation. Originally introduced by Edward Deci and Richard Ryan 

(2000), Self-Determination Theory (SDT) has garnered considerable attention and recognition 

in education and learning. It specifically states that the effectiveness of gamification in 

educational context lies in the fact that it satisfies three significant psychological needs of 

learners: autonomy, learners taking the initiative and having the ownership to act; competence, 

which learners feel they have when they participate in games and manipulate the game tools; 

and relatedness, which manifests in the social bond learners sustain make with each other when 

they take part in a game-based activity (Ryan & Deci,2000). The Flow Theory, on the other 

hand, provides the experiential framework of gamification. This theory was proposed by the 

Hungarian-American psychologist Mihaly Csikszentmihalyi as a breakthrough in positive 

psychology. In essence, the Flow Theory posits that when an individual is tempted to engage 

in a challenging, but manageable, task, they psychologically get into a certain state of mind, a 

“flow», simultaneously feeling very attracted, satisfied, exalted, and eager 

(Csikszentmihalyi,1990; Nakamura & Csikszentmihalyi, 2002). When going through this case, 

individuals experience a moment of total immersion and deep focus on their task, resulting in 

good performance (Csikszentmihalyi,1990). One determining factor for people to reach and 

remain in this state, or flow, is to strike the balance between the challenge or complexity of the 

task and the individual’s skill level. If the task is too hard, individuals easily get stuck and are 

therefore disappointed. Conversely, if the task is too easy, individuals feel disengaged and lose 

interest. The foundations outlined here present defining guidelines for game designers to tailor 

their game-based applications in line with this equilibrium condition and for teachers to 

maintain maximum engagement of their students. (Vieira & Ranchhod, 2015; Böckle, Micheel, 

Bick, and Novak, 2018; Bouzidi, De Nicola, Nader, and Chalal, 2019). 

 

2.3. Empirical Evidence for Gamification 

        Recent research in educational psychology and educational technology has shown that 

integrating gamified applications into the learning environment is a significant matter. Multiple 

studies demonstrated the promising potential of these devices to reform students’ behavior and 

attitudes on various levels. First, these applications are recognized for their interactive learning 

environment, maintaining a vibrant and engaging learning atmosphere, which promotes 

collaborative learning and fosters teamworking. (Hanus & Fox, 2015). Also, multiple studies 

draw attention to the power of these tools to stimulate learners’ motivation, interaction, and 

https://en.wikipedia.org/wiki/Mihaly_Csikszentmihalyi
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immersion (Alabbasi, 2017; Hanus & Fox, 2015; & Latorre-Cosculluela et al., 2025). In 

particular, by virtue of incorporating captivating audio-visual effects and multimedia graphics, 

these technologies trigger inner-driven motivation and provide tension-free, entertaining quiz 

experiences (Apostol et al., 2013). In the same vein, these applications are proven to develop 

the necessary social skills of students, instilling some social values in them, namely 

commitment, compassion, integrity, and a sense of belonging (Asiri, 2019; Ruben Moreno 

et al., 2019). Furthermore, employing these game-based strategies helps learners improve their 

cognitive and higher-order thinking skills (Bourke, 2019; Noroozi et al.,2020), including 

critical thinking, analytical reasoning, and problem-solving (Moffat et al., 2015). More 

importantly, adopting these innovative tools has not transformed solely students’ behaviors and 

competences, but it has benefited teachers as well. Following the Covid-19 pandemic period, 

teachers at different levels of instruction have been tempted to leverage their digital 

competences, advancing towards more integration of technology-based elements into their 

lessons and, therefore, keep up with the current formats of instruction (Masry-Herzalah & Dor-

Haim, 2022). 

    Within the EFL instruction context, adopting digital game-based strategies in teaching has 

proven its effectiveness. Many studies reported that adding game aspects, such as badges, 

bonus points, and/or leaderboards (Brigham, 2015; Majuri et al., 2018) into conventional 

curriculum resources assists students to learn and consolidating their skills. For example, there 

has been empirical evidence supporting gamification’s potential to help students cope with 

grammar structures in EFL or ESL classes compared to traditional methods, which often fail 

to sustain students’ interest (Castillo-Cuesta,2020; Khalilian, Hosseini, and Ghabanchi 2021), 

while other studies showed that their engagement level was considerably higher (Hashim, 

Rafiq, and Yunus,2019). Likewise, findings support these applications’ contribution to the 

retention of new learnt vocabulary (Calvo-Ferrer,2017; Guaqueta and Castro-Garces, 2018; 

Panmei and Waluyo, 2022). Equally, game-based learning tools have proven useful in 

developing learners' creative writing skills (Stanley,2014). Moreover, following his in-depth 

examination of gamification in diverse EFL/ESL settings, Laksanasut (2025), emphasized 

gamification’s significant role in boosting students’ achievement in vocabulary retention, 

communicative fluency as well as grammatical accuracy (Laksanasut, 2025). The study was 

focused on three leading game platforms, specifically Classcraft, Kahoot, and Duolingo, 

showing that strategic utilization of these tools sustains active engagement and meaningful 

learning (Laksanasut,2025). 

 

2.4..  Gaps in Current Research 
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  Generally speaking, gamified applications that successfully encompass some game features 

into learning content have proven to be of paramount importance. As indicated by the literature, 

when tailored to meet students ‘needs and inspirations, these applications can considerably 

contribute to students’ learning and motivation. Nevertheless, there are still many unexplored 

areas and gaps in current research. Most studies have approached gamification elements in a 

holistic perspective, rather than focusing on which particular game aspects have more impact 

on the teaching-learning process. Although this approach generated valuable insights for a 

better understanding of gamification’s usefulness, it lacks detailed guidance for enhancing 

specific design features. 

Furthermore, in EFL gamified learning contexts, there is a scarcity of research focusing on 

visual design elements. As most studies focused on other game elements, the role and impact 

of animation features have not been systematically addressed. Therefore, this study aims to 

explore these gaps further, investigating the impact of transition effects on Moroccan secondary 

school students’ attitudes toward Blooket in a vocabulary-based gamified quizzing. 

 

3. METHODOLOGY 

3.1.Context of the study and Participants 

   The study took place at El Mokhtar Soussi High School, a public school in the Provincial 

Directorate of Sidi Bernoussi, Casablanca-Settat Regional Academy. The target population was 

made up of 48 first-year Baccalaureate (K-11) science stream students, aged between 16 and 

18 years old, including boys (22 participants) and girls (26 participants). The study examined 

the impact of animation features, specifically “transition effects”, on students’ attitudes toward 

Blooket gamified quizzing in an English as a Foreign Language (EFL) environment. The study 

was conducted during the spring semester of the 2024/2025 school year. 

3.2.Design and Implementation of The Study 

To investigate the impact of animation features on Moroccan EFL secondary school attitudes 

towards Blooket in a vocabulary review session, this study employed a quasi-experimental, 

between-subjects design, in which two conditions were compared (Fisher, 1935; Campell & 

Stanley, 1963; Gall, Gall, & Borg, 2003; Ruiz, Diaz, & Baeyens, 2005; Creswell, 2014). Forty-

eight participants were randomly assigned to two intact groups: group 1, the experiment group, 

performed the vocabulary quiz using Blooket’s Gold Quest mode, characterized by transition 

effects, including winning virtual gold when proceeding from question to question and 

animated sequences, such as sliding, fading, flipping, zooming, and dissolving. Group 2, the 

control group, engaged in the quiz through Blooket’s Classical mode, which conventionally 

displays questions without any animation or transition effects when students move from one 

question to another. Thus, the way Blooket was used (with transition effects for group 1 and 
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without transition effects for group 2) served as the dependent variable of the study, while 

perceived enjoyment and perceived ease of use served as the independent variables. By 

perceived enjoyment (PE) is meant “the degree to which the activity of using technology is 

perceived to be enjoyable in its own right apart from any performance consequences that may 

be anticipated" (Davis, Bagozzi, & Warshaw, 1992), and by perceived ease of use we mean 

‘the extent to which a person believes that using a technology will be free of effort’ (Davis, 

1989). In this study, group 1 (the experiment group) and group 2 (the control group) are referred 

to as “animated group” vs “classic group” respectively. 

3.3.Research Questions and Hypotheses 

   The primary purpose of this investigation is to examine the effect of animation features, 

specifically transition effects, on secondary school students’ attitudes toward Booklet, 

specifically in the EFL context. Accordingly, the central research question is: 

   RQ. Are the attitudes of the students who perform quizzes with transition effects significantly 

different from the attitudes of those who perform the same gamified quizzes without transition 

effects?  

   To address the research question, two corresponding hypotheses were proposed for this 

research: 

H1. Students who performed gamified quizzing with transition effects will show significantly 

positive attitudes toward gamified quizzing as opposed to those who played the same gamified 

quizzes without transition effects 

H2. There is no significant difference in the attitudes of students who performed gamified 

quizzing with transition effects and those who played the same gamified quizzes without 

transition effects. 

3.4.Study Procedure and Data Collection 

      The experiment was conducted during a regular class, using the Blooket application. Both 

the animated group (which used Blooket with transition effects) and the classic group (which 

used Blooket without transition effects) participated in an identical 20-item vocabulary review, 

using five different question formats: 1-sentence completion (4 items), 2 -multiple choice (4 

items),3- matching words with their synonyms (4 items), 4- matching words with their 

antonyms (4 items), and 5-collocations (4 items). Both groups were administered the same 

quiz, in the same setting (classroom), during the same period of the day (morning), and using 

the same gamified quizzing application, Blooket. Before the quiz, the participants were taught 

a 1-hour vocabulary class related to the jargon of “Cultural Heritage and Values”, a unit 

included in their textbook (Ticket to English). The materials used during the class included 

worksheets, flash cards, and the whiteboard. Immediately after the class, the participants, using 

their smartphones, took the quiz individually. To avoid any unexpected connection-related 



The Impact of Animation Effects on EFL Learners’ Attitudes Towards Blooket:   A Study in Moroccan 
Secondary School 

International Journal of Language and Literary Studies  286 

 

troubles on the part of the participants, the researcher brought a portable Wi-Fi hotspot, with 

relatively faster speed, to grant every participant a good connection. In order to familiarize the 

participants with the application’s functioning procedure and how to manipulate it, the 

instructor offered them a 30-minute demo session, completing a 6–item grammar quiz using 

Blooket. This was a valuable chance for them to ask questions, remove any doubts, and get 

them ready for the actual quizzing experience. 

     Right after the quiz, all participants were asked to complete a 10-item paper-based 

questionnaire about their attitudes towards using the Blooket gamified quizzing platform. The 

questionnaire consists of two constructs, each containing 5 items. The first construct’s items 

are meant to measure participants' perceived enjoyment (how fun, enjoyable, and amusing this 

gamified quizzing experience feels to them). In contrast, the items of the second construct aim 

to measure their perceived ease of use, PEU (how effortless using Blooket is). The participants 

responded to the items using a Likert 5-point scale (1 = Strongly Disagree, 2 = Disagree, 3 = 

Neutral, 4 = Agree, 5 = Strongly Agree (Davis, 1989). The questionnaire was adapted to suit 

the EFL context. The researcher opted for JASP 0.18.3 software to perform descriptive 

statistics, summarizing the central tendencies, data consistency, and data distribution. This 

analysis also features principal statistical measures, namely mean, median, mode, as well as 

standard deviation. To measure the direction of participants ‘responses, skewness and kurtosis 

boxes were checked. The graphical representation of these data is performed using pie charts. 

 

4. RESEARCH FINDINGS 

This study investigated whether the use of animation features in technology-based gamified 

quizzing applications has any significant impact on EFL learners’ attitudes. Therefore, two 

hypotheses were formulated. The first hypothesis presumes that students, using Blooket 

encompassing transition effects, will have positive attitudes towards this gamified quizzing 

platform, while the second hypothesis presumes that transition effects have no significant 

impact on their attitudes towards this gamified quizzing platform.  The data collected from the 

participants about their perceived enjoyment and perceived ease of use were analyzed using 

JASP 0.18.3 Software, and the findings can be presented as follows: 

4.1.Students’ Attitudes of Blooket in terms of Perceived Enjoyment (PE) 
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Table (1): Mean Scores and Distribution Statistics for perceived enjoyment dimensions of 

Blooket by group 

 

Descriptive statistics of students’ perceived enjoyment show that both Blooket modes attained 

a high level of satisfaction. Table 1 shows that students, across both conditions, consistently 

demonstrated high levels of perceived enjoyment through all 5 items of the PE construct. The 

mean score in both animated and static groups) is significantly high (exceeding 3.4), ranging 

between 3.458 and 4.125. However, we can notice some minor variations in the mean scores, 

with 4.12 as the highest in group 1 (animated group) and 3.75 as the highest in group 2 (classic 

group). So, the table affirms an overall consistency in students’ responses, with 5 (I strongly 

agree) and 2 (I disagree) being the lowest and highest values on the Likert scale in groups 1 

and 2, respectively. These values demonstrate that gamified quizzing tools can be a useful 

option when adapted to an EFL learning context. For measuring perceived enjoyment (PE), the 

researcher used five survey items labeled P1 through P5, representing the first survey construct. 

 PE1  PE2  PE3  PE4  PE5  

Animated         

Classic 

          Animated  

Classic 

 Animated         

Classic  

 Animated

 Class

ic 

 Animated Class

ic 

Valid 24 24  24 24  24 24  24 24  24 24 

Missing 0 0  0 0  0 0  0 0  0 0 

Median 3.000 4.000  4.000 4.000  4.000 4.000  4.000 4.000  4.000 4.000 

Mean 3.458 3.583  4.125 4.042  3.958 3.750  3.917 3.750  4.083 3.917 

Std. 

Deviati

on 

0.658 0.776  0.741 0.690  0.751 0.737  0.776 0.847  0.504 0.717 

Kurtosis 0.048 −0.015  1.756 −0.712  −1.128 0.191  0.298 −0.092  1.463 1.222 

Std. 

Error of 

Kurtosi

s 

0.918 0.918  0.918 0.918  0.918 0.918  0.918 0.918  0.918 0.918 

Shapir

o-Wilk 

0.812 0.854  0.786 0.806  0.814 0.844  0.845 0.864  0.679 0.806 

           

Minimum 2.000 2.000  2.000 3.000  3.000 2.000  2.000 2.000  3.000 2.000 

Maximum 5.000 5.000  5.000 5.000  5.000 5.000  5.000 5.000  5.000 5.000 
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For assessing perceived ease of use (PEU), he used 5 items labeled PEU1 through PEU5, 

representing the second survey construct. The following figures represent the data for each 

item. 

                  Animated                                                                             classic 

 

 

                           

 

 

 

                                                               

    Figure 1: features P1“I think using Blooket is enjoyable as a tool for English 

learning.” 

    The examination of learners’ responses displays how the Blooket platform gained a 

considerable degree of students’ acknowledgment as an enjoyable learning and quizzing 

strategy. Around 60% of the students expressed their agreement, and only a few disagreed with 

the statement (5-10%), and a notable proportion remained neutral (30-40%). This immense 

consent among students, more specifically group 2 (static group), reveals the fact that the 

absence of background animation in gamified devices did not impede the enjoyability and 

entertainment of the activity. 

            Animated                                                                  Classic 

 

 

 

 

 

 

Figure 2: features P2 "Using Blooket makes learning English feel like playing a fun game 

rather than studying." 

 

  What I reported about the first item (EP1) is also applicable to this item. There is a general 

agreement among students, nearly 80%, showing the potential of Blooket to successfully turn 

what is often perceived to be an unattractive room into a fun, stress-free zone to enhance 

learning. The highest rates of agreement (approximately 60% agree, 20% strongly agree, 5% 

disagree, and 15% neutral) reflect a new tendency of students towards fun-like learning. Again, 
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this result validates the fact that even with light or no animation elements, these platforms can 

still trigger students’ motivation to keep up with knowledge, especially in an EFL learning 

context. 

                Animated                                                                 Classic 

 

 

 

 

 

 

 

Figure 3: P3 "I feel excited and entertained when participating in Blooket activities.”    

     This item addresses the affective aspect of integrating gamified activities into learning 

practice. Specifically, it aims to measure the potential of the Booklet platform to maintain the 

emotional engagement of learners and their readiness to contribute wholeheartedly to the 

success of the teaching-learning process. This is confirmed by respondents’ answers. 

Strikingly, students belonging to group 2 (static) had even higher rates of agreement (about 

67% agree, and 11 % strongly agree), compared to 46 % agreeing, and a considerable 

proportion (around 23%) in Group 1. In spite of some minimal disagreement on both sides, 

these results are significantly telling in terms of Blooket’s effectiveness for hooking the interest 

of students and helping them cope with classroom boredom.  

 

     

 

        Animated                                                                     Classic                          

 

 

 

 

 

Figure (4): features P4 “Taking a quiz using a game-based strategy injects good vibes and 

creates fun in the classroom” 

    This item aims to investigate how taking a quiz using a technology-based tool can trigger 

good feelings among students and sustain their enjoyment of the competition. Results indicate 

a high rate of perceived enjoyment. The presence or absence of animation was not significant 
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in students’ high perceived enjoyment (around 80 %), though 20% of the respondents remained 

neutral. 

               Animated                                                                 Classic                                                         

 

 

 

 

 

 

Figure (5): features P5“I enjoy the challenge of competing with my classmates through 

Blooket quiz” 

   This last item focuses on enjoyment as it is perceived collectively by the class as a whole, 

capturing the impact of Blooket on the general atmosphere of the classroom. With 60% and 

/20% split between "Agree" and "Strongly Agree" across both conditions, participants show a 

higher level of perceived enjoyment, reaching about   80% of agreement. The total absence of 

negative responses in the animated group and minimal disagreement in the static groups 

clarifies a unanimous acceptance of Blooket ‘s potential to spark the spirit of challenge and 

fun. 

4.2.Students’ Attitudes of Blooket in terms of perceived ease of use (PEU) 

This section features students’ perceived ease of use of Blooket, which forms the second 

construct of the questionnaire. Students' perceived ease of use (PEOU) was measured through 

five items covering several aspects of ease of use, namely learnability (learning to operate 

Blooket), interface navigation, effortless completion of the quiz, understanding the platform’s 

mechanics, and speed of task completion. The table below features descriptive statistics of the 

PEOU construct. 
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Table (2): Mean Scores and Distribution Statistics for Perceived Ease of Use dimensions of 

Blooket by group 

   Students consistently demonstrate positive attitudes toward Blooket perceived ease of use, 

with mean scores ranging from 3.75 to 4.21 (SD: 0.50-0.88) on a 5-point scale. This indicates 

strong agreement that the platform is easy to use and functional. Both the animated group (M: 

3.75-4.17, SD: 0.50-0.88) and the classic group (M: 3.92-4.21, SD: 0.78-0.88) conveyed 

similarly positive attitudes, exceeding the average point (3.0), with relatively low standard 

deviations. This consensus among EFL learners affirms that Blooket is a friendly-user and 

usable tool, regardless of animation features.  

    The statistical analysis of students ‘responses reveals notably higher positive perceived ease 

of use attitudes regarding Blooket. The mean score falls between 3.75 (SD: 0.50) and 4.21 (SD: 

 PEU1  PEU2  PEU3  PEU4  PE

U5 

 

Animated

 Stati

c 

 Animated

 Stati

c 

 Animated

 Stati

c 

 Animated

 Stati

c 

 Animated Stati

c 

Valid 24 24  24 24  24 24  24 24  24 24 

Missing 0 0  0 0  0 0  0 0  0 0 

Mode 4.000 4.000  4.000 4.000  4.000 4.000  4.000 4.000  4.000 4.000 

Median 4.000 4.000  4.000 4.000  4.000 4.000  4.000 4.000  4.000 4.000 

Mean 4.042 3.917  3.750 4.042  4.167 3.917  4.083 4.000  3.917 4.208 

Std. 

Deviat

ion 

0.624 0.881  0.676 0.859  0.761 0.776  0.881 0.780  0.504 0.833 

Skewness −0.024 −0.662  0.346 −0.534  −0.943 −0.460  −1.005 −0.599  −0.196 −0.91

8 

Std. 

Error of 

Skewne

ss 

0.472 0.472  0.472 0.472  0.472 0.472  0.472 0.472  0.472 0.472 

Kurtosis −0.112 0.142  −0.666 −0.318  1.540 0.298  0.893 0.527  1.463 0.567 

Std. 

Error 

of 

Kurtos

is 

0.918 0.918  0.918 0.918  0.918 0.918  0.918 0.918  0.918 0.918 
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0.88), indicating a higher level of agreement on the ease of use of the Booklet as an interactive 

platform. Both groups perceived positively the application’s OU, with the score mean being 

(M: 3.75-4.17, SD: 0.50-0.88) and (M: 3.92-4.21, SD: 0.78-0.88) in animated and static groups, 

respectively. Some of the objective usability (OU) construct items that were answered are 

presented below: 

 

Animated                                                                                                                     Classic 

 

 

 

 

                                                                  

 

Figure (6):  features PEU1 “Blooket is easy to navigate and use during English language 

learning activities”. 

   This item addresses learners ’perceived user-friendliness and usability of Blooket. We can 

see that both groups attained a considerably high extent of usability. The weighted mean ranged 

between 4.0 for the animated group, with approximately 80 % of agreement, and 3.4% for the 

static group, whose positive answers achieved 60%. Regardless of the subtle difference in the 

distribution of Likert-scale assigned values, with total elimination of disagreement for the 

animated group versus 20% for their counterparts in the classic group, we can see that there is 

a certain consistency in the responses. These higher scores demonstrated the fact that students 

did encounter minimal technical challenges in navigating through the application’s internal 

system, and they reflect the students’ manipulation of the rules underlying Booklet as a digital 

response system. The same statistical pattern was maintained in the learners’ evaluation of the 

Blooket interface, the second item of the PEU construct. 

            Animated                                                                           Static                                                                                                                                            

 

 

 

 

 

 

Figure (7):  features PEU 2"The interface of Blooket is clear and user-friendly for 

completing quizzes and activities." 
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     In line with the previous outcomes, a comparison of the two samples regarding their 

perceived clarity of the platform interface displays a big convergence in the students’ attitudes. 

The weighted mean was 4.0 for the animated group and 3.8 for the static group. So, both groups 

achieved a high agreement rate, irrespective of the presence or absence of animation effects. It 

is also worth noting that the static group demonstrated stronger agreement (40%) compared to 

the animated group (20%), while the neutral remained very low for both groups. 

 

5. DISCUSSION OF THE FINDINGS 

    The current study investigated the effect of animation features on Moroccan EFL students' 

attitudes toward the Blooket gamified learning platform. Principally, the study compared 

attitudes of EFL students using the Blooket animated mode, with question-to-question 

transition effects (group 1) to those of students who used the Blooket Classic mode, without 

question-to-question transition effects (group 2). Participants’ attitudes were measured in terms 

of their perceived enjoyment and their perceived ease of use. The results achieved by the 

researcher revealed a considerably high consistency in the learners’ attitudes regarding 

Blooket, as a gamified instructional application. The overall majority of the respondents’ 

answers follow a regular pattern culminating in higher levels of agreement, either in perceived 

enjoyment (PE) or perceived ease of use (PEU). The statistical analysis of the data gathered by 

means of a two-construct survey confirmed that there is no significant impact of animation 

features on students’ attitudes towards the platform. 

   Generally, the outcomes of this research study align with those of multiple investigations 

conducted in the field of gamification and the integration of technology in EFL instruction. 

This alignment of the findings across studies manifests at different levels of analysis. First, 

regarding the positive attitudes towards incorporating game-based technologies in education, 

there is a unanimous agreement on the effectiveness of these applications in enhancing 

students’ learning and on the potential of these tools to trigger intrinsic motivation. (Werbach 

& Hunter,2012; Hamari,2014; Dicheva & Dichev,2017; Karaslan et al.,2018; Ortega-Arranz 

et al.,2019, and Mimouni & Tamer, 2020). Besides, concerning the effectiveness of these 

technologies in maintaining students’ engagement, these studies, including the present 

investigation, affirm the necessity of adopting gamified approaches in EFL learning 

environments. For example, Kohnke & Moorhouse (2022) conducted a study aimed at 

investigating the impact of Kahoot on students, concluding that Kahoot, when operated 

appropriately, has great potential to maintain classroom dynamics, enhance students’ 

engagement, and help them become autonomous learners. Equally, Bicen and Kocakoyun 

(2018) revealed that integrating Kahoot into preschool teaching boosted students' eagerness to 

perform better and encouraged them to set higher aspirations (Rojabi, Setiawan, & 
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Munir,2022). Furthermore, in connection with the high ratings in students’ perceived ease of 

use toward the Blooket platform, our findings are notably consistent with an extensive body of 

research, supporting Blooket’s user-friendliness, accessibility, and usability. Two studies, 

conducted respectively in Long An College of Education, Vietnam, and Malang Junior High 

School, Indonesia, revealed that most of the students who were surveyed about their 

perceptions of using Blooket in learning vocabulary perceived Blooket very positively, 

accentuating that the platform was easily accessible, its interface was intuitive, gave 

straightforward game instructions, and was easy to navigate (Thu &Dan, 2023; Sartika et 

al.,2023). Finally, concerning Blooket’s perceived enjoyment, substantial research 

demonstrated a consistent pattern in the attitudes of students using Blooket for learning and 

assessment. In a study that aimed to evaluate students 'perceptions of Blooket as a joy-

generating educational tool, Sartika et al. (2023) reported that “using Blooket can enhance 

students ‘motivation in learning vocabulary because it makes them fun”. Based on responses 

of 40 junior high school students who were surveyed, there was a strong agreement (about 

72%) on Blooket’s potential to make learning enjoyable. 

   In light of the results reported above, there are presumably additional key factors and 

variables that shape students’ attitudes towards the Blooket gamified quizzing platform, aside 

from animation and visual effects. The remarkable convergence in students' perceptions of the 

functionality, practicality, and usability of this platform indicates that students are likely to 

interact and focus when they can understand and control the device's gaming mechanics, 

irrespective of their digital literacy. While animation is an inherent feature of most multimedia 

systems, there are other elements that attract end-users of technological devices. According to 

Deborah Mayhew (1999), five essential characteristics affect an interface potential to draw the 

attention of users (EFL learners in the context of this study), namely utility, how useful the 

platform is; functionality, what a system can do or offer; usability, ease of use; and persuasion, 

how it fosters a particular behavior (Faudzi et al.,2023). The absence of a significant impact of 

animation effects on students’ attitudes in this study can also be explained by the foundational 

assumptions of some theories that emphasize the cognitive capacity limitations, hindering 

learners’ potential to process and internalize information, especially in low-resource 

environments. A prominent theory that supports this proposition is Cognitive Load Theory, 

which posits that learners possess a narrow mental capacity distributed over intrinsic, 

extraneous, and schema-building processes (Sweller,1988). Therefore, embedding excessive 

animation effects in gamified platforms puts unnecessary cognitive pressure, impeding 

learners' comprehension. Aligned with this, the lack of significant animation effect is 

attributable to the Resource Allocation Hypothesis (Kahneman, 1973; Lang, 2000), which 
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emphasizes that learners in low-resource contexts prioritize practicality and utility over artistic 

qualities (Teo,2011; Venkatesh & Bala,2008). When burdened with excessive animations, 

learners' performance weakens, given their brains’ limited capacity to focus on multiple tasks 

happening simultaneously. These theoretical frameworks unanimously indicate that animations 

can be neglected as they can impede cognitive processing instead of enhancing it. 

        The effective incorporation and implementation of gamification in Morocco’s educational 

context faces many challenges at different levels. One substantial obstacle that impedes 

gamification feasibility is technological accessibility, which remains inadequate and 

inconsistent. With only 87% of Moroccan secondary schools being equipped with video 

projectors (most of which are located in big cities), most teachers find it hard to create digital 

learning activities for their students (Ait Hammou & Elfatihi, 2019). This inadequacy in 

technological infrastructure is also amplified by limited teacher training (Benhadj, El 

Messaoudi & Nfissi, 2019; Ait Hammou & Elfatihi, 2019). Only 50 % of pre-service teachers 

receive ICT training at Teacher Training Schools, and only 42 % of these teachers participate 

in the Generalization of Information and Communication Technologies in Education (GENIE) 

program, basically launched to enhance teachers’ professional development in ICT (Ait 

Hammou & Elfatihi, 2019). Besides a lack of training, educators’ competency in ICT poses an 

additional barrier. A considerable number of instructors possess a limited level of digital 

literacy, making them liable to fail in their attempt to integrate gamified elements into their 

instruction (Ennouari & Houssaini, 2023). Similarly, research shows that, among teachers who 

have some digital knowledge, the rate of those who demonstrate sophisticated skills needed for 

the successful implementation of gamification is below 67% (Ait Hammou & Elfatihi, 2019; 

Ennouari & Houssaini, 2023). This competency-based deficit is compounded by a pedagogical 

gap, as many teachers are unable to conceptualize how to tailor their content and lesson plans 

to meet gamified instruction requirements. Moroccan student teachers perceive themselves as 

merely average in manipulating these tools. Therefore, for these ICTs to function as real 

cognitive instruments for information processing and problem-solving, great effort remains to 

be done (Benali, Kaddouri, & Azzimani, 2018). Beyond this, other factors impeding the 

adoption of ICT include cultural concerns about whether games can be perceived as serious 

elements for meaningful learning and curriculum integration difficulties (Ennouari & 

Houssaini,2023). These interrelated challenges suggest that promoting gamified education in 

Moroccan classrooms necessitates advanced technological infrastructure and accessibility, 

intensified teacher training, continued professional development, alongside curriculum 

alignment. Ennouari & Houssaini, 2023). Considering these factors, it sounds logical that 

learners give precedence to usability rather than visual features (Teo, 2011; Venkatesh & Bala, 
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2008) when performing a gamified quiz. This explains why participants in this study prioritized 

Blooket’s functional utility over aesthetic enhancements. 

 

6. PRACTICAL IMPLICATIONS OF THE STUDY 

     These research findings and theoretical foundations outlined above collectively provide 

clear pedagogical guidelines for an effective integration of animation effects into gamified 

learning, specifically in the Moroccan EFL environment. Before embedding any animation 

elements, teachers should first consider the necessity and utility of these elements. The present 

study shows that classic modes with static visuals can be equally impactful if they are skillfully 

designed to meet the needs of the target population. Educators need to assess whether animation 

features truly support learning or simply add aesthetic embellishments without practical value. 

When teachers see the necessity to integrate animation, they ought to concentrate primarily on 

pedagogical purposes, such as enhancing comprehension, facilitating vocabulary retention, 

illustrating syntactic or semantic relationships, and clarifying grammar structures, rather than 

decorative functions. Also, instructors are advised to take into account age-related mental 

differences and distinct learning styles among their learners. For example, quick visual-

auditory demonstrations (lasting only a few seconds) may be helpful for younger learners aged 

between 8 to 12 to help them retain some linguistic features, but middle and secondary school 

learners may perform much better using non-animated interfaces that help them maintain their 

cognitive resources. This minimal use of cognitive resources should help them perform more 

complex language tasks. Similarly, to help students save these resources, teachers can opt for 

other interactive elements that don’t depend much on excessive animation, including drag-and-

drop exercises, clickable hot spots, static arrows, highlighting, color changes, and branching 

question paths. These alternatives can have a similar impact on students’ engagement. 

Furthermore, the examination of students' perceived enjoyment and perceived ease of use 

shows that these variables are not strongly affected by animation. Hence, teachers are called to 

shift their focus towards other significant aspects, such as the quality of content, clarity of 

objectives, and good classroom management, rather than focusing on visual and graphical 

design. Considering these actionable guidelines would help educators transform animation into 

a powerful mechanism that supports foreign language acquisition, and not a cognitive burden 

that merely overloads students’ memory.  

7. CONCLUSION 

     This study investigated the impact of transition effects on Moroccan EFL secondary school 

students’ attitudes toward Blooket, a digital gamified quizzing platform. The research 

presumably contributes to the ongoing debate on gamification, examining the effectiveness of 

this approach to enhance EFL learning.  Based on theoretical grounds and empirical evidence, 
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the study explores the potential of technological gamified applications to create more engaging, 

motivational, and meaningful EFL learning environments. Through the investigation of 

students’ perceived enjoyment and perceived ease of use, the present study provides crucial 

insights for different stakeholders and policy makers in the field of EFL education to reconsider 

their frameworks and adjust their teaching practices for a better learning strategy that meets the 

needs of present-day students.  Nevertheless, these findings should be viewed and evaluated 

with some degree of caution, given some limitations of the research. As clarified earlier, the 

target population of the study represents only a convenience sample of El Mokhtar Soussi 

Secondary Public School, in a given district of Casablanca city, Morocco. Although this 

sampling method helps in conducting the research, it does not guarantee its generalizability to 

all EFL secondary school learners across the entire region or the country. Students in other 

regions of Morocco are taught by different instructors, with different teaching practices and 

perceptions. Moreover, the study did not take into account the differences among the 

participants in their learning strategies, preferences, and their socio-cultural backgrounds. 

Considering such factors might generate different outputs. Correspondingly, identifying which 

of the characterizing features of gamified learning devices has a stronger effect on EFL 

learners’ attitudes remains an open avenue for ongoing inquiry. I assume that enlarging the 

scope of research in this area, experiencing other tools and in different contexts, will 

presumably unveil other significant conclusions. Thus, the limitations reported above do not 

undermine the importance of the study; rather, they call for deeper investigation. 

CONFLICT OF INTEREST STATEMENT 

 The authors declare no conflict of interest. This research received no external funding. 

[Abdelkarim AMZIL, Fouzia LAMKANTER   [ July 14, 2025]. 

This work is original. It is written and submitted in alignment with the IJLLS submission 

guidelines 

 

REFERENCES 

Ait Hammou, Y., & Elfatihi, M. (2019). Moroccan teachers' level of ICT integration in 

secondary EFL classrooms. International Journal of Language and Literary Studies, 

1(3), 1–19. doi:10.2139/ssrn.3512911 

Alabbası, D. (2017). Exploring graduate students' perspectives towards using gamification 

techniques in online learning. Turkish Online Journal of Distance Education, 18(3), 180–

196. 

AlMarshedi, A., Wanick Vieira, V., & Ranchhod, A. (2015). SGI: a framework for increasing 

the sustainability of gamification impact. International Journal for Infonomics, 8(1/2), 

1044-1052. 



The Impact of Animation Effects on EFL Learners’ Attitudes Towards Blooket:   A Study in Moroccan 
Secondary School 

International Journal of Language and Literary Studies  298 

 

Apostol, S., Zaharescu, L., & Alexe, I. (2013). Gamification of learning and educational games. 

Elearning & Software for Education, 2. 

Armstrong, M. B., & Landers, R. N. (2018). Gamification of employee training and 

development. International Journal of Training and Development, 22(2), 162–169. 

Asiri, M. J. (2019). Do teachers' attitudes, perception of usefulness, and perceived social 

influences predict their behavioral intentions to use gamification in EFL classrooms? 

Evidence from the Middle East. International Journal of Education and Practice, 7(3), 

112–122. 

Bai, S., Hew, K. F., & Huang, B. (2020). Does gamification improve student learning outcome? 

Evidence from a meta-analysis and synthesis of qualitative data in educational contexts. 

Educational research review, 30, 100322. 

Benali, M., Kaddouri, M., & Azzimani, T. (2018). Digital Competence of Moroccan Teachers 

of English. International Journal of Education and Development using Information and 

Communication Technology, 14(2), 99-120. 

Benhadj, Y., El Messaoudi, M., & Nfissi, A. (2019). Investigating the impact of Kahoot! on 

student s’ engagement, motivation, and learning outcomes: ifrane Directorate as a case 

study. International Journal of Advance Study and Research Work, 2(6), 2581-5997. 

Bevan, N., Carter, J., & Harker, S. (2015). ISO 9241-11 revised: What have we learnt about 

usability since 1998? In Human-Computer Interaction: Design and Evaluation: 17th 

International Conference, HCI International 2015, Los Angeles, CA, USA, August 2-7, 

2015, Proceedings, Part I 17 (pp. 143–151). Cham, Switzerland: Springer International 

Publishing. 

Bicen, H., & Kocakoyun, S. (2018). Perceptions of students for gamification approach: Kahoot 

as a case study. International Journal of Emerging Technologies in Learning, 13(2), 72–

93. doi:10.3991/ijet. v13i02.7467 

Böckle, M., Micheel, I., Bick, M., & Novak, J. (2018). A design framework for adaptive 

gamification applications. 

Bourke, B. (2019). Using gamification to engage higher-order thinking skills. In Handbook of 

research on promoting higher-order skills and global competencies in life and work (pp. 

1–21). Hershey, PA: IGI Global. 

Bourqia, R. (2016). Repenser et refonder l’école au Maroc : la Vision stratégique 2015-2030. 

Revue internationale d’éducation de Sèvres, (71), 18-24. 

Bouzidi, R., De Nicola, A., Nader, F., & Chalal, R. (2019). A systematic literature review of 

gamification design. In Proceedings of the 20th Annual Simulation and AI in Games 

Conference (GAME-ON 2019) (Breda, The Netherlands). Ostend, Belgium: EUROSIS. 



Volume 7, Issue 4, 2025 

International Journal of Language and Literary Studies  299 

 

Brigham, T. J. (2015). An introduction to gamification: Adding game elements for engagement. 

Medical Reference Services Quarterly, 34(4), 471–480. 

doi:10.1080/02763869.2015.1082385 

Calvo‐Ferrer, J. R. (2017). Educational games as stand‐alone learning tools and their 

motivational effect on L2 vocabulary acquisition and perceived learning gains. British 

Journal of Educational Technology, 48(2), 264–278. 

Campbell, D. T., & Stanley, J. C. (1963). Experimental and quasi-experimental designs for 

research on teaching. Chicago, IL: Rand McNally & Company. 

Castillo-Cuesta, L. (2020). Using digital games for enhancing EFL grammar and vocabulary 

in higher education. International Journal of Emerging Technologies in Learning (iJET), 

15(20), 116–129. 

Chaiyo, Y., & Nokham, R. (2017). The effect of Kahoot, Quizizz and Google Forms on the 

student's perception in the classrooms response system. In 2017 International Conference 

on Digital Arts, Media and Technology (ICDAMT) (pp. 178–182). Piscataway, NJ: IEEE. 

Chawki, M. (2023). Enseignement/apprentissage du français à l’école primaire au Maroc à la 

lumière de la nouvelle vision stratégique de la réforme de l’enseignement 2015-2030 

(Doctoral dissertation, Université Bourgogne Franche-Comté). 

Christopoulos, A., & Mystakidis, S. (2023). Gamification in education. Encyclopedia, 3, 1223–

1243. 

Coca, D. M., & Slisko, J. (2013). Software Socrative and smartphones as tools for 

implementation of basic processes of active Physics learning in classroom: An initial 

feasibility study with prospective teachers. European Journal of Physics Education, 4(2), 

17–24. 

Creswell, J. W. (2014). Research design: Qualitative, quantitative, and mixed methods 

approach (4th ed.). Thousand Oaks, CA: Sage. 

Csikszentmihalyi, M. (1990). Flow: The psychology of optimal experience. New York, NY: 

Harper & Row. 

Dahalan, F., Alias, N., & Shaharom, M. S. N. (2024). Gamification and game-based learning 

for vocational education and training: A systematic literature review. Education and 

Information Technologies, 29(2), 1279–1317. 

Davis, F. D. (1989). Perceived usefulness, perceived ease of use, and user acceptance of 

information technology. MIS Quarterly, 13, 319–340. 

Davis, F. D., Bagozzi, R. P., & Warshaw, P. R. (1992). Extrinsic and intrinsic motivation to 

use computers in the workplace. Journal of Applied Social Psychology, 22(14), 1111–

1132. 



The Impact of Animation Effects on EFL Learners’ Attitudes Towards Blooket:   A Study in Moroccan 
Secondary School 

International Journal of Language and Literary Studies  300 

 

Dehghanzadeh, H., Jafari, A., Taghipour, M., & Minaei, B. (2019). A framework for 

identifying the proper mechanics of computer games for teaching cognitive topics. 

Journal of Iranian Cultural Research, 12(1), 27–58. 

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011, September). From game design 

elements to gamefulness: Defining "gamification". In Proceedings of the 15th 

International Academic MindTrek Conference: Envisioning Future Media Environments 

(pp. 9–15). 

Deterding, S., Khaled, R., Nacke, L., & Dixon, D. (2011). Gamification: Toward a definition. 

CHI 2011 Gamification Workshop Proceedings, 12–15. 

Diaz, E., Ruiz, G., & Baeyens, F. (2005). Resistance to extinction of human evaluative 

conditioning using a between-subjects design. In Associative Learning of Likes and 

Dislikes (pp. 245–268). New York, NY: Psychology Press. 

Dichev, C., & Dicheva, D. (2017). Gamifying education: What is known, what is believed and 

what remains uncertain: A critical review. International Journal of Educational 

Technology in Higher Education, 14, 1–36. 

Elliott, I. (2015). Quizzes and gamification for formative assessment and collaborative 

learning. Retrieved from 

https://www.academia.edu/16732102/Quizzes_and_gamification_for_formative_assess

ment_and_collaborative_learning 

Ennouari, A., & Houssaini, K. (2023). Transformative Impacts of ICT-Based Gamification on 

English Language Teaching in Moroccan Education: A Quasi-Experimental Study. 

International Journal for Multidisciplinary Research, 5(6). 

Faudzi, N. M., Azlan, A. A., Razali, A. R., Rahman, N. H. A., Manaf, A. A., Ibrahim, A., & 

Mozi, A. M. (2023, October). Moisture impact analysis on NFC tag antennas. In 2023 

6th International Conference on Applied Computational Intelligence in Information 

Systems (ACIIS) (pp. 1–5). Piscataway, NJ: IEEE. 

Fisher, R. A. (1935). Statistical tests. Nature, 136(3438), 474–474. 

Fotaris, P., Mastoras, T., Leinfellner, R., & Rosunally, Y. (2016). Climbing up the leaderboard: 

An empirical study of applying gamification techniques to a computer programming 

class. Electronic Journal of E-Learning, 14(2), 94–110. 

Gall, M. D., Gall, J. P., & Borg, W. R. (2003). Educational research: An introduction (7th ed.). 

Boston, MA: Allyn & Bacon. 

Guaqueta, C. A., & Castro-Garces, A. Y. (2018). The use of language learning apps as a 

didactic tool for EFL vocabulary building. English Language Teaching, 11(2), 61–71. 

https://www.academia.edu/16732102/Quizzes_and_gamification_for_formative_assessment_and_collaborative_learning
https://www.academia.edu/16732102/Quizzes_and_gamification_for_formative_assessment_and_collaborative_learning


Volume 7, Issue 4, 2025 

International Journal of Language and Literary Studies  301 

 

Hamari, J., Koivisto, J., & Sarsa, H. (2014). Does gamification work? A literature review of 

empirical studies on gamification. In 2014 47th Hawaii International Conference on 

System Sciences (pp. 3025–3034). doi:10.1109/HICSS.2014.377 

Hamdy, A. (2007). ICT in education in Morocco. Washington, DC: World Bank. Retrieved 

from 

http://documents.worldbank.org/curated/en/197301468277521349/text/463750BRI0Bo

x31co010ICTed0Survey111.txt 

Hanus, M. D., & Fox, J. (2015). Assessing the effects of gamification in the classroom: A 

longitudinal study on intrinsic motivation, social comparison, satisfaction, effort, and 

academic performance. Computers & Education, 80, 152–161. 

Harrizi, D. (2012). Critical analysis of the emergency program for the acceleration of the 

reform of the Moroccan educational system. International Journal of Management & 

Information Technology, 1(2). 

Hashim, H., Rafiq, K. R. M., & Yunus, M. M. (2019). Improving ESL learners' grammar with 

gamified-learning. 

Hussein, B. A. (2015). A blended learning approach to teaching project management: A model 

for active participation and involvement: Insights from Norway. Education Sciences, 5, 

104–125. doi:10.3390/educsci5020104 

Kahneman, D. (1973). Attention and effort (Vol. 1063, pp. 218-226). Englewood Cliffs, NJ: 

prentice-Hall. 

Kapp, K. M. (2012). The gamification of learning and instruction. San Francisco, CA: Pfeiffer. 

Kapp, K. M. (2016). Choose your level: Using games and gamification to create personalized 

instruction. In M. Murphy, S. Redding, & J. Twyman (Eds.), Handbook on personalized 

learning for states, districts, and schools (pp. 131–143). 

Karaaslan, H., Kılıc, N., Guven-yalcın, G., & Gullu, A. (2018). Students’ reflections on 

vocabulary learning through synchronous and asynchronous games and activities. 

Turkish Online Journal of Distance Education, 19(3), 53-70. 

Ketamo, H., Devlin, K., & Kiili, K. (2018). Gamifying assessment: Extending performance 

measures with gaming data. In Proceedings of American Educational Research 

Association's Annual Conference. 

Khalilian, B., Hosseini, H., & Ghabanchi, Z. (2021). On the effect of employing the online 

Kahoot game-based app on Iranian EFL learners' structural ability and their motivation. 

Journal of Language Teaching and Learning, 11(2), 42–60. 

http://documents.worldbank.org/curated/en/197301468277521349/text/463750BRI0Box31co010ICTed0Survey111.txt
http://documents.worldbank.org/curated/en/197301468277521349/text/463750BRI0Box31co010ICTed0Survey111.txt


The Impact of Animation Effects on EFL Learners’ Attitudes Towards Blooket:   A Study in Moroccan 
Secondary School 

International Journal of Language and Literary Studies  302 

 

Kohnke, L., & Moorhouse, B. L. (2022). Higher education instructors' inclusive design 

practices during COVID-19: A Hong Kong perspective. In Handbook of digital higher 

education (pp. 135–147). Cheltenham, UK: Edward Elgar Publishing. 

Laksanasut, S. (2025). Gamification in ESL/EFL education: Transforming language learning 

and teaching through play. Sabapub. 

Latorre-Cosculluela, C., Sierra-Sánchez, V., & Vázquez-Toledo, S. (2025). Gamification, 

collaborative learning and transversal competences: Analysis of academic performance 

and students' perceptions. Smart Learning Environments, 12(1), 2. 

Majuri, J., Koivisto, J., & Hamari, J. (2018). Gamification of education and learning: A review 

of empirical literature. GamiFIN, 11–19. 

Marques, R., Costa, G., Mira da Silva, M., Gonçalves, D., & Gonçalves, P. (2020). A 

gamification solution for improving Scrum adoption. Empirical Software Engineering, 

25(4), 2583–2629. 

Masry-Herzalah, A., & Dor-Haim, P. (2022). Teachers' technological competence and success 

in online teaching during the COVID-19 crisis: The moderating role of resistance to 

change. International Journal of Educational Management, 36(1), 1–13. 

Mayhew, D. J. (1999). Business: Strategic development of the usability engineering function. 

Interactions, 6(5), 27–34. 

Mimouni, A., & Tamer, Y. (2020). The effect of music on Moroccan students' acceptance of 

Kahoot gamified quizzing in the EFL classroom. International Journal of Language and 

Literary Studies, 2(2), 210–220. 

Ministry of National Education, Higher Education, Staff Training and Scientific Research. 

(1999).   National Charter for Education and Training. Morocco. Retrieved from: 

planipolis.iiep.unesco.org/.../Morocco/Morocco%20Charte%20nationale. 

Moffat, D., Farrell, D., Gardiner, B., McCulloch, A., & Fairlie, F. (2015, October). A serious 

game to give students careers advice, awareness and action. In ECEL2015-14th 

European Conference on e-Learning: ECEl2015 (p. 396). Reading, UK: Academic 

Conferences and Publishing Limited. 

Naciri, H. (2015). Using ICT to improve higher education in Morocco. In Conference 

Proceedings. ICT for Language Learning (p. 467). 

Nakamura, J., & Csikszentmihalyi, M. (2002). The concept of flow. Handbook of Positive 

Psychology, 89, 105. 

Nielsen, J., & Landauer, T. K. (1993, May). A mathematical model of the finding of usability 

problems. In Proceedings of the INTERACT'93 and CHI'93 Conference on Human 

Factors in Computing Systems (pp. 206–213). 



Volume 7, Issue 4, 2025 

International Journal of Language and Literary Studies  303 

 

Noroozi, O., Dehghanzadeh, H., & Talaee, E. (2020). A systematic review on the impacts of 

game-based learning on argumentation skills. Entertainment Computing, 35, 100369. 

Ortega-Arranz, A., Er, E., Martínez-Monés, A., Bote-Lorenzo, M. L., Asensio-Pérez, J. I., & 

Muñoz-Cristóbal, J. A. (2019). Understanding student behavior and perceptions toward 

earning badges in a gamified MOOC. Universal Access in the Information Society, 18(3), 

533-549. 

Panmei, B., & Waluyo, B. (2022). The pedagogical use of gamification in English vocabulary 

training and learning in higher education. Education Sciences, 13(1), 24. 

Rahman, N. A. A., Hussein, N., & Aluwi, A. H. (2015). Satisfaction on blended learning in a 

public higher education institution: what factors matter? Procedia-social and behavioral 

sciences, 211, 768-775. 

Rojabi, A. R., Setiawan, S., Munir, A., Purwati, O., Safriyani, R., Hayuningtyas, N., ... & 

Amumpuni, R. S. (2022, September). Kahoot, is it fun or unfun? Gamifying vocabulary 

learning to boost exam scores, engagement, and motivation. In Frontiers in Education 

(Vol. 7, p. 939884). Lausanne, Switzerland: Frontiers Media SA. 

Ruben Moreno, N., Wylie, L., & Serre-Delcor, N. (2019). Refugee escape room©: A new 

gamification tool to deepen learning about migration and health. European Journal of 

Public Health, 29(Supplement_4), ckz185–248. 

Ryan, R. M., & Deci, E. L. (2000). Intrinsic and extrinsic motivations: Classic definitions and 

new directions. Contemporary Educational Psychology, 25(1), 54–67. 

Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How gamification motivates: An 

experimental study of the effects of specific game design elements on psychological need 

satisfaction. Computers in human behavior, 69, 371-380. 

Sartika, K. D., Heriyawati, D. F., & Elfianto, S. (2023). The use of Blooket: A study of student’s 

perception enhancing English vocabulary mastery. ENGLISH FRANCA : Academic 

Journal of English Language and Education, 7 (2), 357. 

Stanley, G. (2014). Using the IWB to support gamification in order to enhance writing fluency 

in the secondary language classroom. In Teaching languages with technology: 

Communicative approaches to interactive whiteboards use (A resource book for teacher 

development) (pp. 152–173). 

Taam, A., Amar, A., Hmedna, B., Benabbes, K., Daoudi, R., & El Makrani, A. (2024). 

Exploration of the relationships between the information and communication technology 

(ICT) and the education system in Morocco. Scientific African, e02447. 

Teo, T. (2011). Technology acceptance research in education. In Technology acceptance in 

education (pp. 1-5). Rotterdam: SensePublishers. 



The Impact of Animation Effects on EFL Learners’ Attitudes Towards Blooket:   A Study in Moroccan 
Secondary School 

International Journal of Language and Literary Studies  304 

 

Thu, T. T. M., & Dan, T. C. (2023). Students' Perceptions on English Vocabulary Teaching 

and Learning by Using Blooket: A Case Study. European Journal of Applied Linguistics 

Studies, 6(1). 

Venkatesh, V., & Bala, H. (2008). Technology acceptance model 3 and a research agenda on 

interventions. Decision sciences, 39(2), 273-315. 

Wang, A. I. (2015). The wear-out effect of a game-based student response system. Computers 

and Education, 82, 217–227. doi:10.1016/j.compedu.2014.11.004 

Wang, A. I., & Lieberoth, A. (2016). The effect of points and audio on concentration, 

engagement, enjoyment, learning, motivation, and classroom dynamics using Kahoot! In 

Proceedings of the European Conference on Games-Based Learning (pp. 738–746). 

Wang, A. I., Zhu, M., & Sætre, R. (2016). The effect of digitizing and gamifying quizzing in 

classrooms. In Proceedings of the European Conference on Games-Based Learning (pp. 

729–737). Retrieved from https://brage.bibsys.no/xmlui/handle/11250/2426374 

Werbach, K., & Hunter, D. (2012). For the win (Vol. 51). Philadelphia, PA: Wharton Digital 

Press. 

Zichermann, G., & Cunningham, C. (2011). Gamification by design: Implementing game 

mechanics in web and mobile apps. Sebastopol, CA : O'Reilly Media, Inc. 

AUTHORS’ BIOS 

  

Abdelkarim AMZIL is an EFL secondary school teacher. He served as a Fulbright 

Language Teacher Assistant at DCCC College, NC, USA in 2017-2018. Currently, he is a 

PhD student at Hassan II University of Casablanca. His research interests include EFL 

teaching and learning, sociolinguistics, translation, and critical discourse analysis. 

Dr. Fouzia LAMKHANTER has been teaching English at Hassan II University of 

Casablanca since 2005. She obtained a Doctorate National in 2004 on Bilingualism and 

Multilingualism within Moroccan Emigrants in France. She got her rehabilitation to 

supervise research in 2017. Her research interests are language teaching and learner 

autonomy.. 

https://brage.bibsys.no/xmlui/handle/11250/2426374

